NETHERBROKER 


A Roguish Archetype for pact-loving charmers and patient hitmen 


ROGUISH ARCHETYPES 


NETHERBROKER 


Most rogues dexterously scout and seize opportunities to 
deal critical wounds to their enemies at every chance they 
get. Some of them choose to place these moments more 
strategically and subtly to avoid ending up in dangerous 
positions. Only a few of them though appraise these 
moments’ value as currency to barter. This is the way of the 
Netherbroker. 

The Multiverse is filled with powerful and power-hungry 
eldritch beings that offer their strength through 
unshakeable pacts which often enthrall mortals into fateful 
existences. Netherbrokers reach out to these powerful 
creatures but not with these same terms. Instead, they 
choose to bargain and offer to preemptively procure their 
own strength by depositing raw energy to the entities’ 
domain and in time request for withdrawals, possibly with 
interest. Those who manage to entice these entities gain 
access to their Nether, a vacuum space into their domain 
that acts as an energy repository. The Netherbrokers use 
their link to that repository to upset the balances of reality, 
unnaturally weakening themselves in the present to 
empower their actions in the future and obliterate those 
who stood in their way. 

As time flows differently in certain domains or planes of 
certain worlds, every small revenue of power has 
significant potential even for these otherworldly 
authorities, making bargains with rogues greatly profitable. 
Netherbrokers understand this and in spite of seemingly 
lost potential, they adhere to the netherous accordance as 
they also understand that upsetting these entities has 
different kind of potential which can only be described as 
fatal. 


NETHER BARGAIN 

Starting at 3rd level, you come in accord with an 
otherworldly entity to lend your exceptional skills in battle 
and store bursts of energy into their domain, for you to 
utilize and unload in time of your choosing. You gain access 
to an energy repository for you to store power and gain 
Nether Charges. 

Whenever you successfully land an attack that qualifies 
for the Rogue's Sneak Attack feature you can choose to 
forego the extra damage to gain a Nether Charge up toa 
maximum of your proficiency bonus. 

Predestination. You can expend one of these Nether 
Charges to reroll an Ability Check adding 1d10 to the 
result. Choosing to expend a Nether Charge this way you 
are required to keep the latter result. Whenever you finish a 
Short or Long Rest, you lose all gathered Nether Charges. 

Additionaly, choose an entity from the available Warlock 
Otherworldly Patrons and gain access to your choice's 
Expanded Spell list as you progress and gather levels in 
this class. You can expend one of your Nether Charges to 
cast one of these spells using Charisma as your 
spellcasting ability. 
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OTHERWORLDLY PATRONS & EXPANDED 
SPELL LISTS 


Following the Arcane Trickster archetype that 
provides Rogues with Spellcasting, the 
Netherbroker gains access up to the 4th Spell 
Level and progresses into the Otherworldly 
Patron Expanded Spell list parallelly to the Arcane 
Trickster. Similar to Warlock's Pact Magic feature, 
every spell cast through the Nether Bargain is 
cast at the maximum unlocked spell level. For 
reference, regarding other available Warlock 
Otherworldly Patrons, use the below examples 
with the Spellcasting progression table of the 
ones included in the Player's Handbook: 


THE ARCHFEY EXPANDED SPELLS 
Rogue Spell Slot 


Level Level Spells 
3rd Ist faerie fire, sleep 
7th 2nd calm emotions, 
phantasmal force 
13th 3rd blink, plant growth 
19th 4th dominate beast, greater 


invisibility 


THE FIEND EXPANDED SPELLS 
Rogue Spell Slot 
Level Level Spells 


3rd Ist burning hands, command 


7th 2nd blindness/deafness, 
scorching ray 

13th 3rd fireball, stinking cloud 

19th 4th fire shield, wall of fire 


THE GREAT OLD ONE EXPANDED SPELLS 


Rogue Spell Slot 
Level Level Spells 


3rd Ist dissonant whispers, Tasha’s 


hideous laughter 


7th 2nd detect thoughts, phantasmal 
orce 

13th 3rd clairvoyance, sending 

19th 4th dominate beast, Evard’s black 


tentacles 


ANNIHILATE 
By choosing this archetype at 3rd level and lending your 
power to these entities, you become bonded with their 
domains, allowing you in time to collect that deposited 
power with interest. Gained Nether Charges can be 
expended in combat to obliterate your enemies. 
Specifically, storing your Sneak Attack damage through the 
Nether Bargain, allows you to deal enhanced damage. 
Annihilate. After successfully landing an attack on an 
enemy target, you can use a Bonus Action to expend up to 
your maximum Nether Charges and unload the stored 
Sneak Attack damage on that enemy. For each Nether 
Charge expended, the enemy takes the number of 
Annihilation dice times d10 force damage. Annihilation 
dice are of the same number as Sneak Attack dice but 
instead use d10 and deal force damage. 


Rogue Level Annihilation Dice 
3rd 2d10 
5th 3d10 
7th 4d10 
9th 5d10 
11th 6d10 
13th 7d10 
15th 8d10 
17th 9d10 
19th 10d10 


TEARS FROM BEYOND 

Your Otherwordly Benefactor is greatly pleased with your 
accordance. Starting at 9th level, the power you store into 
the Nether is now visibly portrayed as miniscule tears (rips) 
of reality around you. For each Nether Charge you gain, the 
entity you bargained with chooses to send further boons 
your way through these tears. When Nether Charges are 
expended, the tears and their boons fade away. 


Tears Boon 


1 Eldritch Sense. A single tear can act as a magical 
alarm sensing any magical energy around 30 feet 
of you. You can cast Detect Magic at will. 


2 Nether Vision. Through at least two tears, the 
Nether gifts you with supernatural vision. You can 
see normally in darkness, both magical and 
nonmagical, to a distance of 120 feet. 


3 Reality Mire. The tears begin to physically affect 
the environment around you. Anyone who enters 
an area or starts a turn 5 feet from you must roll a 
DC 8 + your Charisma Modifier + your Proficiency 
Bonus to avoid falling prone. All areas in a 5 feet 
radius from you are considered difficult terrain. 


4 Twisted Image. The tears create links between 
them and start to merge, shifting and wavering 
your image making it harder for your enemies to 
hit you. You are under the effects of Blur. 


OTHERWORLDLY TONGUE 

Beginning at 13th level, through your netherous bargains 
you have learned to emulate the speech of powerful 
eldritch entities and get under the skin of your enemies or 
peers. 

Otherworldly Tongue. As an action, you can choose a 
target within 60 feet to begin a Charisma Skill check 
contest with by rolling on that same skill If you win that 
contest, the target becomes Frightened of you for 1 min. 
You can only have one target affected by the Frightened 
condition through this feature and if you sucessfully affect a 
secondary target then the primary one is no longer affected. 

You can use this feature a number of times equal to your 
Charisma modifier (minimum of once), and you regain all 
expended uses of it when you finish a long rest. 


RENEGOTIATION 

By 17th level, as an excellent haggler having gathered 
multiple experience in trading with powerful domains and 
entities, you can now outmaster these masters of debate 
and prematurely draw on their powers. 

Renegotiation. You can spend 1 minute renegotiating 
with your otherworldly contributor to gain an advance on 
your accordance and instantly gain 3 Nether Charges. 

Once you gain Nether Charges through this feature, you 
must finish a long rest before you can do so again. 
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